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The present invention allows gaming devices to set or 
modify game parameters through the use of random events 
such as spinning slot machine reels or random number 
generators. In some embodiments, game parameters may be 
established with various initial values, and then, by spinning 
the gaming devices' reels, for example, random reel values 
lining up on the payline may be used as new game parameter 
values. Parameter values may be used to control or initialize 
almost any aspect of the gaming device play experience, 
ranging from the types of symbols seen on the reels, to the 
appearance or behavior of game characters, to the rate at 
which "complementary" points are awarded. 
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METHOD AND APPARATUS FOR SETTING GAME 
PARAMETERS 

RELATED APPLICATIONS 

[0001] This application claims priority to commonly- 
owned, co-pending U.S. Provisional Patent Application 
Serial No. 60/449,270, filed Feb. 21, 2003, entitled 
"METHOD AND APPARATUS FOR SETTING GAME 
PARAMETERS," the entire content of which is incorpo- 
rated herein by reference for all purposes. 

[0002] The following patent applications include subject 
matter that is related to the present application: U.S. patent 

application Ser. No. 10/ (Attorney Docket No. 

03-008A), filed Feb. 13, 2004, entitled "METHOD AND 
APPARATUS FOR ENHANCED PLAY OF A GAMING 
DEVICE"; which is a continuation-in-part of U.S. patent 
application Ser. No. 10/772,837, filed Feb. 05, 2004, entitled 
"ELECTRONIC AMUSEMENT DEVICE AND METHOD 
FOR ENHANCED SLOT MACHINE PLAY"; and also a 
continuation-in-part of U.S. patent application Ser. No. 
09/716,918, filed Nov. 20, 2000, entitled "ELECTRONIC 
AMUSEMENT DEVICE AND METHOD FOR 
ENHANCED SLOT MACHINE PLAY"; which is a con- 
tinuation of U.S. patent application Ser. No. 09/164,473, 
filed Oct. 1, 1998, entitled "ELECTRONIC AMUSEMENT 
DEVICE AND METHOD FOR ENHANCED SLOT 
MACHINE PLAY", which issued as U.S. Pat. No. 6,203, 
430 Bl on Mar. 20,2001. 

[0003] The present application is also related to subject 
matter contained in U.S. patent application Ser. No. 10/752, 
068, filed Jan. 6, 2004, entitled "ELECTRONIC AMUSE- 
MENT DEVICE OFFERING SECONDARY GAME OF 
CHANCE AND METHOD FOR OPERATING SAME", 
which is a continuation of U.S. patent application Ser. No. 
10/029,143, filed Dec. 27, 2001, entitled "ELECTRONIC 
AMUSEMENT DEVICE OFFERING SECONDARY 
GAME OF CHANCE AND METHOD FOR OPERATING 
SAME", which issued as U.S. Pat. No. 6,692,353 B2 on Feb. 
17, 2004; and which is a continuation of U.S. patent appli- 
cation Ser. No. 09/108,646, filed Jul. 1, 1998, entitled 
"ELECTRONIC AMUSEMENT DEVICE OFFERING 
SECONDARY GAME OF CHANCE AND METHOD FOR 
OPERATING SAME", which issued as U.S. Pat. No. 6,364, 
765 Bl on Apr. 2, 2002. 

[0004] The present application is also related to subject 
matter contained in U.S. patent application Ser. No. 10/361, 
201, filed Feb. 7, 2003, entitled "A GAMING DEVICE 
AND METHOD OF OPERATION THEREOF"; which is a 
continuation-in-part of U.S. patent application Ser. No. 
09/521,875, filed Mar. 8, 2000, entitled "A GAMING 
DEVICE AND METHOD OF OPERATION THEREOF", 
which issued as U.S. Pat. No. 6,520,856 Bl on Feb. 18, 
2003; which is a continuation of U.S. patent application Ser. 
No. 09/052,291, filed Mar. 31, 1998; entitled "A GAMING 
DEVICE AND METHOD OF OPERATION THEREOF", 
which issued as U.S. Pat. No. 6,068,552 on May 30, 2000. 

[0005] The entire content of each of the above-referenced 
patents/applications is incorporated herein by reference for 
all purposes. 



FIELD OF THE INVENTION 
[0006] The present invention relates to gaming and gam- 
ing devices. More specifically, the present invention relates 
to methods for determining and setting parameters used in 
the play of games. 

BACKGROUND OF THE INVENTION 
[0007] Gaming devices (e.g., reeled slot machines, video 
poker machines, etc.) generate more than $15 billion per 
year in revenue for casinos in the United States alone. This 
revenue accounts for more than half of the total gaming 
revenue for a typical United States casino. The situation is 
similar in other countries and regions in which gaming 
devices are popular, such as Europe and Australia. Accord- 
ingly, casino operators are interested in increasing the enjoy- 
ment of playing a slot machine in order to maintain or 
increase this level of revenue. 

[0008] Since casino profits are directly proportional to the 
amount wagered by patrons, casinos are highly motivated to 
expand and retain share within their given market. Play 
duration, average wager amount, and rate of play are sig- 
nificant factors contributing to the profitability of the slot 
floor of a casino. 

[0009] One way in which casinos have sought to boost 
profitability associated with these factors is to make the 
machines as entertaining as possible. Many techniques are 
currently used to entertain players al a slot machine, such as 
the use of attractive colors and graphics, sound effects 
associated with winning payouts, and jackpots or bonus 
rounds that offer players the chance to win a large amount 
of money for only a small wager. While such efforts have 
made modem slot machines more entertaining than the 
previous generation of machines, competing entertainment 
options open to consumers have expanded. Casinos now 
compete not only with the casino across the street, but with 
alternative player entertainment options such as home the- 
ater systems, handheld video game devices, greatly 
expanded television and movie offerings, and the like. 
Accordingly, a need exists for enhancing the entertainment 
value of gaming devices. 

BRIEF DESCRIPTION OF THE DRAWINGS 
[0010] FIG. 1 is a block diagram illustrating an example 
system according to some embodiments of the present 

[0011] FIG. 2 is a diagram illustrating an example alter- 
native system according to some embodiments of the present 

[0012] FIG. 3 is a diagram illustrating an example gaming 
device according to some embodiments of the present inven- 

[0013] FIG. 4 is a table illustrating an example data 
structure of a probability database for use in some embodi- 
ments of the present invention. 

[0014] FIG. 5 is a table illustrating an example data 
structure of a payout database for use in some embodiments 
of the present invention. 

[0015] FIG. 6 is a table illustrating an example data 
structure of a parameter value database for use in some 
embodiments of the present invention. 
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[0016] FIG. 7 is a flow chart illustrating an example 
process according to some embodiments of the present 
invention. 

DETAILED DESCRIPTION OF EMBODIMENTS 
OF THE INVENTION 

[0017] The invention overcomes the above and other 
drawbacks of the prior art by allowing gaming devices to set 
or modify game parameters through the use of random 
events such as spinning slot machine reels. In some embodi- 
ments, game parameters may be established with various 
initial values, and then, by spinning the gaming devices' 
reels, for example, random reel values lining up on the 
payline may be used as new game parameter values. Param- 
eter values may be used to control almost any aspect of the 
gaming device play experience, ranging from the types of 
symbols seen on the reels to the rate at which "complemen- 
tary" points are awarded. 

[0018] With these and other advantages and features of the 
invention that will become hereinafter apparent, the nature 
of the invention may be more clearly understood by refer- 
ence to the following detailed description of the invention, 
the appended claims and to the several drawings included 
herein. 

[0019] In the following description, reference is made to 
the accompanying drawings that form a part hereof, and in 
which is shown, by way of illustration, specific embodi- 
ments in which the invention may be practiced. These 
embodiments are described in sufficient detail to enable 
those skilled in the art to practice the invention, and it is to 
be understood that other embodiments may be utilized and 
that structural, logical, software, hardware, and electrical 
changes may be made without departing from the scope of 
the present invention. The following description is, there- 
fore, not to be taken in a limited sense, and the scope of the 
present invention is defined by the appended claims. 

[0020] A. Terms 

[0021] Throughout the description that follows and unless 
otherwise specified, the following terms may include and/or 
encompass the example meanings provided in this section. 
These terms and illustrative example meanings are provided 
to clarify the language selected to describe embodiments of 
the invention both in the specification and in the appended 
claims. 

[0022] The term "basic game" may refer to play resulting 
from the spinning of standard physical or graphical slot 
reels, the dealing of physical or electronic cards, or other 
game outcomes. The outcome of a basic game might be 
cherry-cherry-bar, 4 hits on a 7-spot keno ticket, or the hand 
Ks (king of spades), Qd (queen of diamonds), 4h (four of 
hearts), 2s (two of spades), 6s (six of spades) in video poker. 

[0023] The term "bonus game" may refer to a secondary 
game separate from the basic game in which the player 
typically does not have to wager any additional coins and 
has the possibility of winning a relatively large number of 

[0024] The term "game play parameter" may refer to 
variables whose values govern aspects of play at the gaming 
device exclusive of variables directly related to payout 
amounts, pay table selection, and payout probabilities. The 



value of a game play parameter may be determined by a 
random selection process. Examples include the number of 
bar symbols on the second reel, the number of handle pulls 
for which a bonus mode will remain active, the probability 
of a game character appearing on a given handle pull, a 
required wager amount per handle pull, and the initial 
number of cards a player is dealt in a poker game. 

[0025] The term "game parameter" may refer to variables 
whose values govern play at the gaming device and are 
determined by a random selection process. Game parameters 
include game play parameters. Examples of game param- 
eters include the payout for bar-bar-bar, the number of 
cherry symbols on the first reel, and the probability of a 
game character finding hidden treasure. 

[0026] The term "game parameter value" may refer to a 
value associated with a game parameter, such as 200 coins, 
12 cherry symbols, or a 30% chance of finding treasure. 

[0027] The term "game parameter value symbol" may 
refer to a reel symbol that represents a game parameter 
value, such as a reel symbol displaying "200 coins" or "12 
cherry symbols." The symbol could also be found on other 
representations of random events such as spinners, which 
could be located on a secondary screen. 
[0028] The terms "controller" and "computer" shall by 
synonymous and may refer to an electronic device (e.g., a 
personal computer) that communicates with one or more 
gaming devices. In . a manner well known in the art, a 
controller may function as a computer server and may 
control the actions of gaming devices. A controller may also 
contain databases to record statistics such as coin-in, coin- 
out, jackpot information, theoretical wins, etc. 

[0029] The term "game" may refer to a gambling event 
with a beginning and end that may encompass a number of 
spins, handle pulls, or span of time. The end of the game 
may be determined voluntarily (in which the player elects to 
stop play) or involuntarily (in which the gaming device 
terminates play). 

[0030] The term "game character" may refer to a charac- 
ter, which may be a cartoon and/or digitally generated, 
which is involved in the game playing experience. The 
character may entertain the player, explain payouts, try to 
steal objects from the player, try to defend objects held by 
the player, and the like. The character could be a life-like 
animation of a television character, or even just the audio 
associated with a well-known character. 

[0031] The term "gaming device" may refer to any elec- 
trical, mechanical, or electro-mechanical device that, in a 
manner well known in the art, accepts wagers, steps through 
a process to determine an outcome, and pays winnings based 
on the outcome. The outcome may be randomly generated, 
as with a slot machine; may be generated through a com- 
bination of randomness and player skill, as with video poker; 
or may be generated entirely through player skill. Gaming 
devices may include slot machines (both video and mechani- 
cal reels), video poker machines, video blackjack machines, 
video roulette machines, video keno machines, video bingo 
machines, pachinko machines, video lottery terminals, hand- 
held gaming devices, and the like. 

[0032] The term "handle pull" may refer to a single play 
at a gaming device whether or not a handle is involved in the 
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play and whether or not a handle is even included in the 
gaming device. The meaning is intended to be flexible in that 
a single handle pull might constitute a single complete game, 
or a single wager. For example, a handle pull might represent 
a single spin of the reels or a series of spins which culminate 
in a final aggregate outcome. In a video poker embodiment, 
handle pulls may result in a first and second hands, both in 
the same game. 

[0033] The term "outcome" may refer to a result of 
gaming event, such as cherry-cherry-cherry in a slot 
machine game, a push in blackjack, a flush in video poker, 
the completion of a puzzle, the attainment of a goal, etc. 
Different types of gaming devices may have widely varying 
types of outcomes. Several are described in detail herein and 
still others will be apparent to those of skill in the art based 
on the present disclosure. 

[0034] The term "payout" may refer to a prize, reward, 
winnings, or bonus associated with a certain outcome. 
[0035] The term "peripheral device" may refer to a device 
operatively connected to a gaming device that is configured 
to assist in the operation of game-related functions. In some 
embodiments peripheral devices may be located near players 
at a table game. 

[0036] The term "player tracking card" may refer to a 
casino issued plastic or paper card (resembling a frequent 
shopper card) given to players as a way of identifying the 
player at a slot machine or table game. As is well known in 
the arty such cards typically have encoded thereon (in 
machine-readable and/or human readable form) a player 
identifier (e.g., a six digit number) which uniquely identifies 
the player (e.g., because the number is associated with a 
record in a database that includes corresponding player 
information). At a slot machine, the player inserts the card 
into a reader device and the player identifier is read from the 
card, most often magnetically. From the player identifier 
which the reader device reads, the corresponding player 
information may in turn be read from the database, typically 
via a network connection between the reader device and a 
deice hosting the database. 

[0037] The term "prepaid session" may refer to a quantity 
of time or handle pulls that are paid for in advance. Once a 
session is prepaid, the player does not need to supply any 
additional funds until the session has been completed. A 
prepaid session may allow the player to complete many 
games during the session. 

[0038] The term "primary game screen" may refer to a 
screen used to display game information such as a video 
representation of one or more spinning reels. 

[0039] The term "secondary game screen" may refer to a 
screen used to display secondary game information such as 
the animation and graphics associated with a bonus round. 

[0040] B. System 

[0041] An example embodiment of the system 100 of the 
present invention is depicted in FIG. 1. The present inven- 
tion can be configured to work as a system 100 in a network 
environment including a computer 102 (e.g., a slot server of 
a casino) that is in communication, via a communications 
network, with one or more gaming devices 104, 106, 108 
(e.g., slot machines, video poker machines). The computer 
102 may communicate with the gaming devices directly or 



indirectly, via a wired or wireless medium such as the 
Internet, LAN, WAN or Ethernet, Token Ring, or via any 
appropriate communications means or combination of com- 
munications means. Each of the gaming devices 104, 106, 
108 may comprise computers, such as those based on the 
Intel® Pentium® processor, that are adapted to communi- 
cate with the computer 102. Any number and type of devices 
104, 106, 108 may be in communication with the computer 
102. 

[0042] Communication between the devices 104, 106, 108 
and the computer 102, and among the devices 104, 106, 108, 
may be direct or indirect, such as over the Internet through 
a Web site maintained by computer on a remote server or 
over an on-line data network including commercial on-line 
service providers, bulletin board systems and the like. In yet 
other embodiments, the devices 104, 106, 108 may commu- 
nicate with one another and/or the computer 102 over RF, 
cable TV, satellite links and the like. 

[0043] Some, but not all, possible communication net- 
works that may comprise the network or be otherwise part 
of the system 100 include: a local area network (LAN), a 
wide area network (WAN), the Internet, a telephone line, a 
cable line, a radio channel, an optical communications line, 
and a satellite communications link. Possible communica- 
tions protocols that may be part of the system include: 
Ethernet (or IEEE 802.3), SAP, ATP, Bluetooth™, and 
TCP/IP. Communication may be encrypted to ensure privacy 
and prevent fraud in any of a variety of ways well known in 

[0044] Those skilled in the art will understand that devices 
in communication with each other need not be continually 
transmitting to each other. On the contrary, such devices 
need only transmit to each other as necessary, and may 
actually refrain from exchanging data most of the time. For 
example, a device in communication with another device via 
the Internet may not transmit data to the other device for 

[0045] In some embodiments, a server computer 102 may 
not be necessary and/or preferred. For example, the present 
invention may, in one or more embodiments, be practiced on 
a stand-alone gaming device 104 and/or a gaming device 
104 in communication only with one or more other gaming 
devices 106, 108 (i.e. with a computer server 102). In such 
embodiments, any functions described as performed by the 
computer 102 or data described as stored on the computer 
102 may instead be performed by or stored on one or more 
gaming devices 104, 106, 108. 

[0046] Turning to FIG. 2, an alternative system 200 
according to some embodiments of the present invention 
includes a computer 202 (e.g., a slot server of a casino) that 
is in communication, via a communications network, with 
one or more gaming devices 204, 206, 208 (e.g., slot 
machines, video poker machines). A difference between the 
aforementioned system 100 and this alternative system 200 
is that in this system 200 at least one gaming device 204 is 
also in communication with one or more peripheral devices 
210, 212, 214. A peripheral device 210, 212, 214 may, in 
turn, be in communication with a peripheral device server 
216 and, in some embodiments, with the computer 202. In 
some embodiments the peripheral device server 216 may be 
in communication with one or more gaming devices 204, 
206, 208 and/or the computer 216. 
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[0047] The computer 202 may communicate with the 
devices 204, 206, 208 and peripherals 210, 212, 214 directly 
or indirectly, via a wired or wireless medium such as the 
Internet, LAN, WAN or Ethernet, Token Ring, or via any 
appropriate communications means or combination of com- 
munications means. For example, the computer 202 may 
communicate directly with one of the gaming devices 204, 
206, 208 (e.g., via a LAN) and indirectly (e.g., via a gaming 
device) with a peripheral device 210, 212, 214. In another 
example, the computer 202 may communicate with one of 
the gaming devices 204 via a LAN and with another of the 
gaming devices 208 via the Internet (e.g., if the particular 
gaming device 208 comprises a personal computer in com- 
munication with an online casino). 

[0048] Each of the devices 202, 204, 206, 208, 210, 212, 
214, 216 of the system 200 may comprise computers, such 
as those based on the Intel® Pentium® processor, that are 
adapted to communicate with the computer. Further, each of 
the devices 202, 204, 206, 208, 210, 212, 214, 216 may 
comprise a gaming device such as a mechanical or electronic 
slot machine, a video poker machine, a video blackjack 
machine, a video keno machine, a pachinko machine, a 
video roulette machine, and/or a lottery terminal. Further 
yet, each of the devices 202, 204, 206, 208, 210, 212, 214, 
216 may comprise an external or internal module associated 
with one or more of the gaming devices 204, 206, 208 that 
• capabli ol communicating with one or more of the gaming 
devices 204, 206, 208 and of directing the one or more 
gaming devices 204, 206, 208 to perform one or more 
functions. Any number of devices 204, 206, 208, 210, 212, 
214, 216 may be in communication with the computer 202. 
Any number and type of peripheral devices 210, 212, 214 
may be in communication with a gaming device 204, 
peripheral device server 216 and the computer 202. 

[0049] Communication between the devices 204, 206, 
208, 210, 212, 214 and the computer 202, between each of 
the devices 204, 206, 208, 210, 212, 214, between the 
peripheral device server 216 and the devices 204, 206, 208, 
210, 212, 214, and between the peripheral device server 216 
and the computer 202, may be direct or indirect, such as over 
the Internet through a Web site maintained by the computer 
202 on a remote server or over an on-line data network 
including commercial on-line service providers, bulletin 
board systems and the like. In yet other embodiments, any 
and all of the devices 202, 204, 206, 208, 210, 212, 214, 216 
of the system 200 (i.e., the devices 204, 206, 208, 210, 212, 
214, the computer 202, and the peripheral device server 216) 
may communicate with one another over RF, cable TV, 
satellite links and the like. 

[0050] Some, but not all, possible communication net- 
works that may comprise the network or otherwise be part 
of the system include: a local area network (LAN), a wide 
area network (WAN), the Internet, a telephone line, a cable 
line, a radio channel, an optical communications line, a 
satellite communications link. Possible communications 
protocols that may be part of the system include: Ethernet 
(or IEEE 802.3), SAP, ATP, Bluetooth™, and TCP/IP. Com- 
munication may be encrypted to ensure privacy and prevent 
fraud in any of a variety of ways well known in the art. 

[0051] In some embodiments, the computer 202 may not 
be necessary and/or preferred. For example, the present 
invention may, in one or more embodiments, be practiced on 



a stand-alone gaming device 204, one or more gaming 
devices 204, 206, 208 in communication with one or more 
peripheral devices 210, 212, 214, one or more gaming 
devices 204, 206, 208 in communication with a peripheral 
device server 216, one or more peripheral devices 210, 212, 
214 in communication with a peripheral device server 216, 
and/or a gaming device 208 in communication only with one 
or more other gaming devices 204, 206. In such embodi- 
ments, any functions described as performed by the com- 
puter 202 or data described as stored in a memory of the 
computer 202 may instead be performed by or stored on one 
or more gaming devices 204, 206, 208, one or more periph- 
eral devices 210, 212, 214, and/or peripheral device server 
216. 

[0052] Similarly, a peripheral device server 216 may not 
be desired and/or needed in some embodiments of the 
present invention. In embodiments that do not involve a 
peripheral device server 216, any or all of the functions 
described herein as being performed by a peripheral device 
server 216 may instead be performed by another server 
computer, the computer 202, one or more gaming devices 
204, 206, 208, one or more peripheral devices 210, 212, 214, 
or a combination thereof. Similarly, in embodiments that do 
not involve a peripheral device server 216 any data 
described herein as being stored in a memory of a peripheral 
device server 216 may instead be stored in a memory of 
another server computer, the computer 202, one or more 
gaming devices 204, 206, 208, one or more peripheral 
devices 210, 212, 214, or a combination thereof. 

[0053] Any or all of the gaming devices 204, 206, 208 
may, respectively, include or be in communication with a 
peripheral device 210. A peripheral device 210 may be a 
device that receives information from (and/or transmits 
information to) one or more gaming devices 204, 206, 208. 
For example, a peripheral device 210 may be operable to 
receive information about games being played on a gaming 
device 204, such as the initiation of a game and/or a random 
number that has been generated for a game. 
[0054] In one or more embodiments, one or more such 
peripheral devices 210, 212, 214 may be in communication 
with a peripheral device server 216. This allows the periph- 
eral device server 216 to receive information regarding a 
plurality of games being played on a plurality of gaming 
devices 204, 206, 208. The peripheral device server 216, in 
turn, may be in communication with the computer 202. It 
should be understood that any functions described herein as 
performed by a peripheral device 210 may also or instead be 
performed by the peripheral device server 216. Similarly, 
any data described herein as being stored on or accessed by 
a peripheral device 210 may also or instead be stored on or 
accessed by the peripheral device server 216. 
[0055] A peripheral device 210 may be operable to access 
a database (e.g., of a peripheral device server 216) to provide 
benefits (e.g., cashless gaming receipts) based on, for 
example, an actual outcome of a game. 

[0056] The peripheral device server 216 may also monitor 
player gambling history over time by associating gambling 
behavior with player identifiers, such as player tracking card 
numbers. For example, information about the player 
obtained or accessed by a peripheral device server 216 may 
be analyzed, e.g., to identify those players that a particular 
gaming machine owner, operator, or manufacturer finds 
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most desirable. Based upon desired objectives, the periph- 
eral device server 216 may direct the appropriate peripheral 
device 210 to issue customized messages, offers, and games 
to specific players. 

[0057] Information received by a peripheral device 210 
from a gaming device 204 may include gambling data such 
as number of games initiated per unit of time, outcomes 
displayed for games initiated, payouts corresponding to 
outcomes displayed, a credit meter balance of the gaming 
device 204, and/or data associated with the player currently 
playing the gaming device 204. 

[0058] The functions described herein as being performed 
by a peripheral device server 216 and/or a peripheral device 
210 may, in one or more embodiments, be performed by the 
computer 202 (in lieu of or in conjunction with being 
performed by a peripheral device server 216 and/or a periph- 
eral device 210). 

[0059] In some embodiments, a peripheral device 210 may 
be useful for implementing the embodiments of the present 
invention into the operation of a conventional gaming 
device. For example, in order to avoid or minimize the 
necessity of modifying or replacing a program already 
stored in a memory of a conventional gaming device, an 
external or internal module that comprises a peripheral 
device 210 may be inserted in or associated with a conven- 
tional gaming device to transform it into a gaming device 
204 of the present invention. 

[0060] Thus, for example, a peripheral device 210 may be 
utilized to monitor play of the gaming device 204 and output 
messages and an outcome of a game. In such embodiments 
the gaming device 204 with which the peripheral device 210 
is in communication may continue to operate convention- 
ally. In such embodiments the gaming device 204 may 
continue to output an outcome for each game played. The 
peripheral device 210, however, may output a second out- 
come or payout when appropriate. The peripheral device 210 
may also output messages to the player. The peripheral 
device 210 may also provide benefits to a player (e.g., coins, 
tokens, electronic credits, paper receipts exchangeable for 
cash, services, and/or merchandise). 

[0061] Accordingly, a peripheral device 210 may include 
(i) a communications port (e.g., for communicating with one 
or more gaming devices, peripheral device server, another 
peripheral device, and/or computer; (ii) a display (e.g., for 
displaying messages and/or outcomes and payouts), (iii) 
another output means (e.g., a speaker, light, or motion device 
to communicate with a player), and/or (iv) a benefit provid- 
ing means (e.g., a printer and paper dispensing means, a 
credit meter, and/or a hopper and hopper controller). 

[0062] In some embodiments, a peripheral device 210 may 
not output outcomes and/or messages to a player but may 
instead direct the processor 300 of a gaming device 104/204 
to perform such functions. For example, a program stored in 
a memory of peripheral device 210 may cause a processor 
300 of a gaming device 104/204 to perform certain func- 
tions. For example, a program stored in a memory of 
peripheral device 210 may cause a processor 300 of a 
gaming device 104/204 to output an outcome, determine an 
outcome, output a message, access a database, provide a 
benefit, refrain from providing a benefit (e.g., by not sending 
a signal to a hopper controller of the gaming device when it 



otherwise normally would), and/or communicate with 
another device. Examples of peripheral devices 210, 212, 
214 include (1) electronic apparatuses "retrofitted" to con- 
ventional gaming devices so that inventive processes dis- 
closed herein may be realized through game play at the 
gaming device 104/204, (2) Personal Digital Assistants such 
as those manufactured by Palm, Inc., (3) lap top computers, 
(4) cellular telephones, (5) pagers, or (6) any combination 
thereof. 

[0063] C. Devices 

[0064] Turning to FIG. 3, a gaming device 104 may be 
implemented as a system controller, a dedicated hardware 
circuit, an appropriately programmed general-purpose com- 
puter, or any other equivalent electronic, mechanical or 
electro-mechanical device. As indicated above, the gaming 
device 104/204 may comprise, for example, a slot machine, 
a video poker machine, a video blackjack machine, a video 
keno machine, a video lottery machine, a pachinko machine 
or a table-top game. In various embodiments, a gaming 
device 104/204 may comprise, for example, a personal 
computer (e.g., which communicates with an online casino 
Web site), a telephone (e.g., to communicate with an auto- 
mated sports book that provides gaming services), or a 
portable handheld gaming device (e.g., a personal digital 
assistant or Nintendo GameBoy®). The gaming device 
104/204 may comprise any or all of the gaming devices of 
the aforementioned systems. In some embodiments, a user 
device such as a PDA or cell phone may be used in place of, 
or in addition to, some or all of the gaming device compo- 
nents. Further, a gaming device 104/204 may comprise a 
persona] computer or other device operable to communicate 
with an online casino and facilitate game play at the online 
casino. In one or more embodiments, the gaming device 
104/204 may comprise a computing device operable to 
execute software that simulates play of a reeled slot machine 
game, video poker game, video blackjack game, video keno 
game, video roulette game, or lottery game. 

[0065] In some embodiments, a gaming device 104/204 
may comprise a processor 300, such as one or more Intel® 
Pentium® processors. The processor 300 is operable to 
communicate with a random number generator 302, which 
may be a component of the gaming device 104. The random 
number generator 302, in accordance with some embodi- 
ments of the present invention, may generate data represent- 
ing random or pseudo-random values (referred to as "ran- 
dom numbers" herein). The random number generator 302 
may generate a random number every predetermined unit of 
time (e.g., every thousandth of a second) or in response to 
an initiation of a game on the gaming device 104. In some 
embodiments, the generated random numbers may be used 
as they are generated (e.g., the random number generated at 
substantially the time of game initiation is used for that 
game) and/or stored for future use. A random number 
generated by the random number generator 302 may be used 
by the processor 300 to determine, for example, at least one 
of an outcome and payout. A random number generator 302, 
as used herein, may be embodied as a processor separate 
from but working in cooperation with the processor 300. 
Alternatively, the random number generator 302 may be 
embodied as an algorithm, program component, or software 
stored in the memory of the gaming device 104 and used to 
generate a random number. 
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[0066] Note that, although the generation or obtainment of 
a random number is described herein as involving a random 
number generator 302 of a gaming device 104, other meth- 
ods of determining a random number may be employed. For 
example, a gaming device owner or operator may obtain sets 
of random numbers that have been generated by another 
entity. HotBits®, for example, is a service that provides 
random numbers that have been generated by timing suc- 
cessive pairs of radioactive decays detected by a Geiger- 
Muller tube interfaced to a computer. A blower mechanism 
that uses physical balls with numbers thereon may be used 
to determine a random number by randomly selecting one of 
the balls and determining the number thereof. 
[0067] The processor 300 may also be operable to com- 
municate with a benefit output device 304, which may be a 
component of gaming device 104. The benefit output device 
304 may comprise one or more devices for outputting a 
benefit to a player of the gaming device. For example, in 
some embodiments the gaming device 104 may provide 
coins and/or tokens as a benefit. In such embodiments, the 
benefit output device 304 may comprise a hopper and 
hopper controller, for dispensing coins and/or tokens into a 
coin tray of the gaming device. In another example, the 
gaming device 104 may provide a receipt or other document 
on which there is printed an indication of a benefit (e.g., a 
cashless gaming receipt that has printed thereon a monetary 
value, which is redeemable for cash in the amount of the 
monetary value). In such an embodiments, the benefit output 
device 304 may comprise a printing and document dispens- 
ing mechanism. In yet another example, the gaming device 
104 may provide electronic credits as a benefit (which, e.g., 
may be subsequently converted to coins and/or tokens and 
dispensed from a hopper into a coin tray). In such embodi- 
ments, the benefit output device 304 may comprise a credit 
meter balance and/or a processor that manages the number 
of electronic credits that is indicated on a display of a credit 
meter balance. In yet another example, the gaming device 
104 may credit a monetary amount to a financial account 
associated with a player as a benefit provided to a player. 
The financial account may be, for example, a credit card 
account, a debit account, a charge account, a checking 
account, or a casino account. In such embodiments, the 
benefit output device 304 may comprise a device for com- 
municating with a server on which the financial account is 
maintained. 

[0068] Note that, in one or more embodiments, the gaming 
device 104 may include more than one benefit output device 
304. For example, the gaming device 104 may include both 
a hopper and hopper controller combination and a credit 
meter balance. Such a gaming device 104 may be operable 
to provide more than one type of benefit to a player of the 
gaming device 104. A single benefit output device 304 may 
be operable to output more than one type of benefit. For 
example, a benefit output device 304 may be operable to 
increase the balance of credits in a credit meter and com- 
municate with a remote device in order to increase the 
balance of a financial account associated with a player. 

[0069] The processor 300 is also operable to communicate 
with a display device 306, which may be a component of 
gaming device 104. The display device 306 may comprise, 
for example, one or more display screens or areas for 
outputting information related to game play on the gaming 
device, such as a cathode ray tube (CRT) monitor, liquid 



crystal display (LCD) screen, or light emitting diode (LED) 
screen. In one or more embodiments, a gaming device 104 
may comprise more than one display device 306. For 
example, a gaming device may comprise an LCD display for 
displaying electronic reels and a display area that displays 
rotating mechanical reels. 

[0070] The processor 300 may also be in communication 
with one or more other devices (not pictured) besides the 
display device 306, for outputting information (e.g., to a 
player or another device). Such other one or more output 
devices may also be components of a gaming device 104. 
Such other one or more output devices may comprise, for 
example, an audio speaker (e.g., for outputting an outcome 
or information related thereto, in addition to or in lieu of 
such information being output via a display device), an 
infra-red transmitter, a radio transmitter, an electric motor, a 
printer (e.g., .such as for printing cashless gaming vouchers), 
a coupon or product dispenser, an infra-red port (e.g., for 
communicating with a second gaming device or a portable 
device of a player), a Braille computer monitor, and a coin 
or bill dispenser. For gaming devices 104, common output 
devices include a cathode ray tube (CRT) monitor on a video 
poker machine, a bell on a gaming device (e.g., rings when 
a player wins), an LED display of a player's credit balance 
on a gaming device, an LCD display of a personal digital 
assistant (PDA) for displaying keno numbers. 
[0071] As indicated above, the display device 306 may 
comprise, for example, one or more display areas. For 
example, one of the display areas may display outcomes of 
games played on the gaming device 104 (e.g., electronic 
reels of a gaming device). Another of the display areas may 
display rules for playing a game of the gaming device 104. 
Yet another of the display areas may display the benefits 
obtainable by playing a game of the gaming device 104 (e.g., 
in the form of a payout table). In one or more embodiments, 
the gaming device 104 may include more than one display 
device 306, one or more other output devices, or a combi- 
nation thereof (e.g., two display devices 306 and two audio 
speakers). 

[0072] The processor may also be in communication with 
an input device 308, which is a device that is capable of 
receiving an input (e.g., from a player or another device) and 
which may be a component of gaming device 104. An input 
device 308 may communicate with or be part of another 
device (e.g. a server 102, a gaming device 104, etc.). Some 
examples of input devices 308 include: a bar-code scanner, 
a magnetic stripe reader, a computer keyboard or keypad, a 
button, a handle, a keypad, a touch-screen, a microphone, an 
infrared sensor, a voice recognition module, a coin or bill 
acceptor, a sonic ranger, a computer port, a video camera, a 
motion detector, a digital camera, a network card, a universal 
serial bus (USB) port, a GPS receiver, a radio frequency 
identification (RFID) receiver, an RF receiver, a thermom- 
eter, a pressure sensor, an infrared port (e.g., for receiving 
communications from a second gaming device or from a 
another device such as a smart card or PDA of a player), and 
a weight scale. For gaming devices 104, common input 
devices 308 may include a button or touch screen on a video 
poker machine, a lever or handle connected to the gaming 
device, a magnetic stripe reader to read a player tracking 
card inserted into a gaming device, a touch screen for input 
of player selections during game play, and a coin and bill 
acceptor. 



US 2004/0166918 Al 



7 



Aug. 26, 2004 



[0073] The processor 300 may also be in communication 
with a payment system 310, which may be a component of 
the gaming device. The payment system 310 is a device 
capable of accepting payment from a player (e.g., a bet or 
initiation of a balance) and/or providing payment to a player 
(e.g., a payout). Payment is not limited to money, but may 
also include other types of consideration, including prod- 
ucts, services, and alternate currencies. Exemplary methods 
of accepting payment by the payment system 310 include (i) 
receiving hard currency (i.e., coins or bills), and accordingly 
the payment system 310 may comprise a coin or bill 
acceptor; (ii) receiving an alternate currency (e.g., a paper 
cashless gaming voucher, a coupon, a non-negotiable token), 
and accordingly the payment system may comprise a bar 
code reader or other sensing means; (iii) receiving a pay- 
ment identifier (e.g., a credit card number, a debit card 
number, a player tracking card number) and debiting the 
account identified by the payment identifier; and (iv) deter- 
mining that a player has performed a value-added activity 
(e.g., participating in surveys, monitoring remote images for 
security purposes, referring friends to the casino). 
[0074] The processor 300 is in communication with a 
memory 312 and a communications port 314 (e.g., for 
communicating with one or more other devices). The 
memory 312 may comprise an appropriate combination of 
magnetic, optical and/or semiconductor memory, and may 
include, for example, Random Access Memory (RAM), 
Read-Only Memory (ROM), a compact disc and/or a hard 
disk. The memory 312 may comprise or include any type of 
computer-readable medium. The processor 300 and the 
memory 312 may each be, for example: (i) located entirely 
within a single computer or other device; or (ii) connected 
to each other by a remote communication medium, such as 
a serial port cable, telephone line or radio frequency trans- 
ceiver. In some embodiments, the gaming device 104 may 
comprise one or more devices that are connected to a remote 
server computer for maintaining databases. 
[0075] The memory 312 stores a program 316 for con- 
trolling the processor 300. The processor 300 performs 
instructions of the program 316, and thereby operates in 
accordance with the present invention, and particularly in 
accordance with the methods described in detail herein. The 
program 316 may be stored in a compressed, uncompiled 
and/or encrypted format. The program 316 furthermore 
includes program elements that may be necessary, such as an 
operating system, a database management system and 
"device drivers" for allowing the processor 300 to interface 
with computer peripheral devices 302, 304, 306, 308, 310, 
312, 314. Appropriate program elements are known to those 
skilled in the art, and need not be described in detail herein. 

[0076] The terms "computer-readable medium" or "com- 
puter readable media" as used herein may refer to any media 
or medium that may participate in providing instructions to 
the processor 300 of the gaming device 104 (or any other 
processor of a device described herein) for execution. Such 
a medium may take many forms, including but not limited 
to, non-volatile media, volatile media, and transmission 
media. Non-volatile media include, for example, optical or 
magnetic disks, such as memory. Volatile media include 
dynamic random access memory (DRAM), which typically 
constitutes the main memory. Transmission media include 
coaxial cables, copper wire and fiber optics, including the 
wires that comprise a system bus coupled to the processor. 



Transmission media may carry acoustic or light waves, such 
as those generated during radio frequency (RF) and infrared 
(IR) data communications. Common forms of computer- 
readable media include, for example, a floppy disk, a flexible 
disk, hard disk, magnetic tape, any other magnetic medium, 
a CD-ROM, DVD, any other optical medium, punch cards, 
paper tape, any other physical medium with patterns of 
holes, a RAM, a PROM, an EPROM, a FLASH-EEPROM, 
any other memory chip or cartridge, a carrier wave as 
described hereinafter, or any other medium from which a 
computer can read. 

[0077] Various forms of computer readable media may be 
involved in carrying one or more sequences of one or more 
instructions to processor 300 (or any other processor of a 
device described herein) for execution. For example, the 
instructions may initially be borne on a magnetic disk of a 
remote computer. The remote computer can load the instruc- 
tions into its dynamic memory and send the instructions over 
a telephone line using a modem. A modem local to a gaming 
device 104 (or, e.g., a server 102) can receive the data on the 
telephone line and use an infrared transmitter to convert the 
data to an infrared signal. An infrared detector can receive 
the data carried in the infrared signal and place the data on 
a system bus for the processor. The system bus carries the 
data to main memory, from which the processor retrieves 
and executes the instructions. The instructions received by 
main memory may optionally be stored in memory either 
before or after execution by the processor. In addition, 
instructions may be received via a communication port 314 
as electrical, electromagnetic or optical signals, which are 
exemplary forms of carrier waves that carry data streams 
representing various types of information. Thus, the gaming 
device 104 may obtain instructions in the form of a carrier 

[0078] According to some embodiments of the present 
invention, the instructions of the program 316 may be read 
into a main memory from another computer-readable 
medium, such from a ROM. Execution of sequences of the 
instructions in program causes processor perform the pro- 
cess steps described herein. In alternate embodiments, hard- 
wired circuitry may be used in place of, or in combination 
with, software instructions for implementation of the pro- 
cesses of the present invention. Thus, embodiments of the 
present invention are not limited to any specific combination 
of hardware and software. As discussed with respect to 
aforementioned systems 100, 200, execution of sequences of 
the instructions in a program 316 of a peripheral device 210 
in communication with the gaming device 104 may also 
cause the processor 300 to perform some of the process steps 
described herein. 

[0079] The memory 312 may also store a plurality of 
databases 318, 320, 322, including a probability database 
318, a payout database 320, and a parameter value database 
322. Example of some or all of the data stored in each 
database 318, 320, 322 is described herein. The described 
entries of the databases 318, 320, 322 represent exemplary 
information only; those skilled in the art will understand that 
the number and content of the entries can be different from 
those illustrated herein. Further, despite any description of 
the databases 318, 320, 322 as tables, an object-based model 
could be used to store and manipulate the data types of the 
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present invention and likewise, object methods or behaviors 
can be used to implement the processes of the present 
invention. 

[0080] Note that, although these databases 318, 320, 322 
may be described as being stored in a gaming device 104, in 
other embodiments of the present invention some or all of 
these databases 318, 320, 322 may be partially or wholly 
stored in another device, such as one or more of the 
peripheral devices 210, 212/214, the peripheral device 
server 216 and/or the server computer 102, 202. Further, 
some or all of the data described as being stored in the 
databases 318, 320, 322 may be partially or wholly stored (in 
addition to or in lieu of being stored in the memory 312 of 
the gaming device 140) in a memory of one or more other 
devices, such as one or more of the peripheral devices 210, 
212, 214, the peripheral device server 216 and/or the server 
computer 102, 202. 

[0081] As discussed herein, in one or more embodiments, 
the gaming device 104 may take the form of a slot machine 
configured to operate in conjunction with the present inven- 
tion. A more specific description of a slot machine suitable 
for use with the present invention follows. 
[0082] Generally, a slot machine for use in the present 
invention may comprise a three reel or five reel slot 
machine. The slot machine comprises a display area in 
which an outcome for a game of the slot machine is 
displayed to the player. The display area may, for example, 
be a video display that displays graphical representations of 
reels. The display area may, in another example, be glass 
behind which are located mechanical reels. Within the 
display area is a payline. In accordance with one or more 
embodiments of the present invention, an outcome of a game 
is a set of symbols displayed along a payline of a reeled slot 
machine. The slot machine may further comprise a handle. 
A player may initiate the movement of the reels in the 
display area by pulling on the handle. Alternatively, a player 
may initiate the movement of the reels in the display area by 
actuating a start button. Either or both of the handle and start 
button are exemplary embodiments of the input device 308, 
described herein. 

[0083] Where appropriate, the slot machine may also 
include an alternate, secondary game screen, for outputting 
information to a player. The secondary game screen may be 
utilized, for example, to inform a player of which outcome 
is an actual outcome or that an outcome that is currently 
being output is not the actual outcome. 
[0084] The slot machine may also include a payment 
system 310, which is comprised of a bill acceptor, a credit 
card reader, cashless receipt/ticket reader, and a coin accep- 
tor. A player may utilize payment system to provide a wager 
for playing a game and or for providing payment for 
provision of an outcome. 

[0085] The slot machine may further comprise a credit 
meter balance, which is an exemplary embodiment of a 
benefit output device 304 as described herein. The credit 
meter balance reflects the amount of electronic credits 
currently available to a player. The electronic credits may be 
used by a player, for example, as wagers for games played 
on the gaming device. The electronic credits may also be 
"cashed out" as coins, bills, tokens, a cashless gaming 
receipt, and/or credits to another financial account associ- 
ated with the player. 



[0086] Finally, the slot machine may comprise a coin tray. 
Payment to the player may be rendered by dispensing coins 
into the coin tray. Such coins may be dispensed based on, for 
example, a player's indication that the player would like to 
cash out his credit meter balance and/or a payout obtained by 
a player as a result of playing a game on the slot machine. 
The coin tray is an exemplary embodiment of the benefit 
output device 304 as described herein. Note that, where 
appropriate, the slot machine may include different and/or 
additional components besides those discussed above. 

[0087] D. Databases 

[0088] As indicated above, it should be noted that 
although the example embodiments depicted in FIG. 3 
include three particular databases 318, 320, 322 stored in 
memory 312, other database arrangements may be used 
which would still be in keeping with the spirit and scope of 
the present invention. In other words, the present invention 
could be implemented using any number of different data- 
base files or data structures, as opposed to the three depicted 
in FIG. 3. Further, the individual database files could be 
stored on different devices (e.g. located on different storage 
devices in different geographic locations, such as on a 
third-party server). Likewise, the program 316 could also be 
located remotely from the memory 312 and/or on another 
server. As indicated above, the program 316 may include 
instructions for retrieving, manipulating, and storing data in 
the databases 318, 320, 322, as may be useful in performing 
the methods of the invention as will be further described 
below. 

[0089] 1. Probability Database 

[0090] Turning to FIG. 4, a tabular representation of an 
embodiment of a probability database 318 according to 
some embodiments of the present invention is illustrated. 
Where appropriate, a probability database 318 may be 
utilized in the performance of the inventive processes 
described herein. A probability database 318 may be stored 
in the memory 312 in tabular form, or any other appropriate 
database form, as is well known in the art. The data stored 
therein may include a number of exemplary records or 
entries, each defining a random number. Those skilled in the 
art will understand that the probability database 318 may 
include any number of entries. The tabular representation 
may also define fields for each of the entries or records. The 
fields may specify: (i) a random number 400 or range of 
random numbers that may be generated by the random 
number generator 302; and (ii) an outcome 402, that indi- 
cates the one or more indicia comprising the outcome that 
corresponds to the random number of a particular record. A 
gaming device 104 may utilize a probability database 318 to 
determine, for example, what outcome corresponds to a 
random number generated by a random number generator 
302 and to display the determined outcome. The outcomes 
may comprise the three symbols to be displayed along the 
payline of a three reel slot machine. 

[0091] Other arrangements of probability databases 318 
are possible. For example, the book "Winning At Slot 
Machines" by Jim Regan (Carol Publishing Group Edition, 
1997) illustrates examples of payout and probability tables 
and how they may be derived. The entirety of this book is 
incorporated by reference herein for all purposes. 
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[0092] 2. Payout Database 

[0093] Turning to FIG. 5, a tabular representation of an 
embodiment of a payout database 320 according to some 
embodiments of the present invention is illustrated. Where 
appropriate, a payout database 320 may be utilized in the 
performance of the inventive processes described herein. A 
payout database 320 may be stored in the memory 312 in 
tabular form, or any other appropriate database form, as is 
well known in the art. The data stored therein includes a 
number of example records or entries, each defining an 
outcome that may be obtained on a gaming device 104 that 
corresponds to a payout. Those skilled in the art will 
understand that the payout database 320 may include any 
number of entries. The tabular representation also defines 
fields for each of the entries or records. The fields specify: 
(i) an outcome 500, which indicates the one or more indicia 
comprising a given outcome; and (ii) a payout 502 that 
corresponds to each respective outcome. The outcomes may 
be those obtained, for example, on a three reel slot machine. 
[0094] A gaming device 104 may utilize the payout data- 
base 320 to determine whether a payout 502 should be 
output to a player as a result of an outcome 500 obtained for 
a game. For example, after determining the outcome 500 to 
output on the gaming device, the gaming device may access 
the payout database 320 to determine whether the outcome 
500 for output is one of the outcomes stored as correspond- 
ing to a payout 502, e.g., "BAR, BAR, BAR" or "CHERRY, 
CHERRY, CHERRY" in FIG. 5. If it is, the gaming device 
104 may provide the corresponding payout 502 to the player. 

[0095] Other arrangements of payout databases are pos- 
sible. For example, the above incorporated book "Winning 
At Slot Machines" by Jim Regan illustrates examples of 
payout and probability tables and how they may be derived. 

[0096] 3. Parameter Value Database 
[0097] Turning to FIG. 6, a tabular representation of an 
embodiment of a parameter value database 322 according to 
some embodiments of the present invention is illustrated. 
Where appropriate, a parameter value database 322 may be 
utilized in the performance of the inventive processes 
described herein. A parameter value database 322 may be 
stored in the memory 312 in tabular form as depicted in FIG. 
6, or any other appropriate database form, as is well known 
in the art. The data stored therein includes a number of 
example records or entries, each defining the current param- 
eter value associated with a given parameter as well as 
possible parameter values and/or the probabilities associated 
with the selection of parameter value symbols. Those skilled 
in the art will understand that the parameter value database 
322 may include any number of entries. The tabular repre- 
sentation also defines fields for each of the entries or records. 
The fields specify: (i) a type of parameter 600; (ii) possible 
parameter values 602 associated with the parameter, (iii) 
probabilities 604 associated with the possible parameter 
values, and (iv) current values 608 associated with that 
parameter. A gaming device 104 may utilize the parameter 
value database 322 to manage, track, and store parameter 
values throughout a gaming session. 
[0098] E. Methods 

[0099] The system discussed above, including the hard- 
ware components and the databases, are useful to perform 
the methods of the invention. However, it should be under- 



stood that not all of the above described components and 
databases are necessary to perform any of the present 
invention's methods. In fact, in some embodiments, none of 
the above described system is required to practice the 
present invention's methods. The system described above is 
an example of a system that would be useful in practicing the 
invention's methods. 

[0100] Referring to FIG. 7, a flow chart 700 is depicted 
that represents some embodiments of the present invention 
that may be performed by a computer 102, a gaming device 
104, a peripheral device 210, a peripheral device server 216, 
and/or a casino. It must be understood that the particular 
arrangement of elements in the flow chart 700 of FIG. 7, as 
well as the number and order of example steps of various 
methods discussed herein, is not meant to imply a fixed 
order, sequence, quantity, and/or timing to the steps; 
embodiments of the present invention can be practiced in 
any order, sequence, and/or timing that is practicable. Like- 
wise, the labels used to reference the individual steps of the 
methods are not meant to imply a fixed order, sequence, 
quantity, and/or liming to the steps. 

[0101] In general terms and still referring to FIG. 7, 
method steps of some embodiments of the present invention 
may be summarized as follows. In Step 702, one or more 
game parameters are determined. In Step 704, possible 
values associated with these game parameters are deter- 
mined. In Step 706, one or more symbols are displayed, for 
example, on a reel, each representing a possible value of the 
one or more game parameters. In Step 708, one or more of 
the displayed symbols are randomly selected. In Step 710, 
the value of one or more game parameters are set based on 
the randomly selected displayed symbols and in Step 712, 
the game is played using the set value. As indicated above, 
in some embodiments these steps may be performed in a 
different order, and that more/fewer/alternative steps may be 
used as well. The details of these example steps will now be 
discussed in depth. 

[0102] 1. Determine One or More Game Parameters 

[0103] In some embodiments, the casino or gaming device 
104 determines one or more game parameters. Game param- 
eters are variables which can take on a variety of values and 
that may be adjusted during game play, stored in the 
parameter value database 322 of the gaming device 104. 
These parameters can serve to control one or more elements 
of slot machine play, such as those described below. Such 
parameters are especially useful for slot machine games 
which span a number of spins and in which multiple 
activities are happening both in a basic game (e.g. the 
spinning reels) and in secondary game elements (e.g. a 
secondary game screen where the player is accumulating 
puzzle pieces). These multi-spin games may require the 
player to prepay for a fixed number of handle pulls or a fixed 
amount of game play time. In some respects, the parameters 
determined may represent states of the gaming device 104. 

[0104] Examples of parameters include: a number of game 
symbols to start a session with (e.g. number of carrots that 
a player is awarded as an initial starting value in a game 
spanning a number of spins); a multiplier value of payouts 
(e.g. all payouts over the next given number of spins 
multiplied by some value, the number of spins may also be 
a game parameter); a maximum number of spins allowed 
before player is ineligible for a puzzle completion bonus; a 
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number of reels used in a game; a number of bonus symbols 
on each reel which initiate a bonus round; a rate of expira- 
tion of collected cherry symbols (e.g. a player might be paid 
10 coins for each cherry accumulated over a twenty-five spin 
game, but the cherries gradually lose value after every 
handle pull — the expiration rate could be the number of 
credits in lost value per handle pull); a rate of accumulation 
of complementary (comp) points; a progression rate of a 
progressive jackpot; a payout for orange-orange-orange; a 
probability of bar-bar-bar; an amount of wager required per 
spin; a probability of a player getting into a bonus round; a 
number of puzzle pieces that need to be collected by a player 
during a puzzle game; a probability of bonus round payouts 
occurring (e.g. the portion of treasure chests selectable by 
the player that have a coin value); a number of whammy 
symbols which may reduce a player's credit balance; a 
number of handle pulls and/or an amount of time that a 
prepaid session and/or bonus game will last; and/or the like. 

[0105] More than one game parameter may also be deter- 
mined during this step. As an illustration of some embodi- 
ments of the present invention, the following "Garden 
Game" example will be referred to throughout the following 
example process steps. In the Garden Game (a three reel 
game), the player pays 20 credits for a single game which 
spans multiple handle pulls. His garden starts with a number 
of carrots, and the game includes a rabbit character that hops 
onto the screen to occasionally eat the carrots. The player 
can win coins on each spin, and the game continues until the 
rabbit has eaten all of the carrots. Two other game elements 
are included: a fox character and fence symbols. The fox can 
scare away the rabbit, and the fence symbols can be used to 
erect a full or partial fence around the garden, reducing the 
chance that the rabbit is able to steal one or more carrots. 
[0106] A secondary screen shows a graphical image of the 
garden and carrots. Animated images of the rabbit and fox 
characters also are periodically displayed on the secondary 
screen. These game characters are activated by a reel symbol 
on the basic game occurring on a payline. For example, the 
first reel may have three rabbit symbols. When one of these 
appears on the payline, the gaming device animates the 
rabbit character on the secondary screen and has it steal one 
or more carrots. Fox symbols and fence symbols also appear 
on the reels and trigger their respective game elements to 
appear on the secondary screen. There are many possible 
parameters in this game, but for brevity, only the following 
four will be used in the illustration: 

[0107] Number of carrots the player starts with 

[0108] Number of rabbit symbols 

[0109] Number of fox symbols 

[0110] Number of fence symbols 
[0111] Other possible parameters, for example, would 
include the number of carrots that the rabbit steals on each 
attempt, the probability that the rabbit is successful in a steal 
attempt, the number of spins during which the fox is able to 
scare away the rabbit, the extent of coverage provided by 
each fence symbol, the probability of the rabbit knocking 
down a fence, the number of poisoned carrots (which could 
kill a rabbit), the coin value for achieving an outcome of 
fox-fox-fox on the payline, etc. 

[0112] In some embodiments, players may be permitted to 
select which parameters they would like to see being deter- 



mined or have changed from an initial value. In some 
embodiments, the parameters that are to be changed from an 
initial value may be selected at random. 

[0113] 2. Determine Possible Values Associated with these 
Game Parameters 

[0114] Possible values associated with the parameter 
selected in the previous step are next determined. Once the 
values are determined they may be stored in the parameter 
value database 322 and then used in future game play (for 
the next handle pull, the next series of handle pulls, until a 
particular reel symbol appears on a payline, for a given 
amount of time, etc.) 

[0115] The following examples of parameter values cor- 
respond to the first six example parameters described in the 
previous step. Values may include: starting a session with 8, 
10, or 12 carrots; multiplying payouts over the next ten spins 
by factors of 2x, 3x, or 4x; the player becomes ineligible for 
bonus after 25, 30, or 35 spins; the game uses 3, 4, or 5 reels; 
each reel contains 2, 3, or 4 bonus symbols; and Cherry 
symbols expire with zero value after 40, 50, or 60 seconds. 
Note that some of the above parameter values are expressed 
as total or aggregate values. For example, "starting a session 
with 8, 10, or 12 carrots" indicates the total number of 
carrots that a player will start with at the beginning of his 

[0116] Continuing with the Garden Game example from 
the previous step, it can be seen how each of the four 
identified game parameters would have a range of possible 
values: 



Number of carrots the player starts with 8, 10, 12, or 15 

Number of rabbit symbols 2, 4, or 6 

Number of fox symbols 2, 4, 6, or 8 

Number of fence symbols 16, 20, 24, or 30 



[0117] Alternative ways of expressing the possible values 
may be used in this example embodiment of the invention. 
In the case of the number of carrots that the player starts 
with, for example, the possible values could be expressed as: 
a range of values (e.g. from 8 to 15 carrots); a formula (e.g. 
double the number of fox symbols); and/or probabilistically 
based values (e.g. 36% chance of 8, 36% chance of 10, 18% 
chance of 12, 10% chance of 15) 

[0118] 3. Display One or More Symbols on a Reel Each 
Representing a Possible Value of the one or more game 
Parameters 

[0119] Reel symbols representing possible values of the 
game parameters may now be displayed. These symbols 
could be displayed on a single reel, or spread out over a 
number of reels. While they could be intermingled with the 
regular game symbols, in the current example embodiment, 
the game parameter value symbols are the only ones appear- 
ing on the reels, resulting in less confusion for the player. 

[0120] Before the reel symbols with possible parameter 
values are displayed, the gaming device 104 could provide 
informational messages to the player indicating why the 
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process was occurring. For example, the player might see an 
introductory screen which says: 

[0121] "Let's see how many carrots you will get to 
start with — we'll fill the reels with carrot value 
symbols and spin them to see the total number of 
carrots you will start with. Good luck!" 

[0122] In this example, the first reel could include a 
symbol representing 8 carrots, a second symbol representing 
10 carrots, and a third symbol representing 12 carrots. Note 
that in this embodiment, no other symbols appear on the first 
reel, and no symbols appear at all on the second and third 
reels. That is, the entire set of reels is essentially cleared of 
basic game symbols, with the three game parameter value 
symbols then applied to the first reel. 

[0123] Clearing of the reels could be accomplished in a 
variety of ways, and may be done in a manner that entertains 
the player in addition to carrying out the function of clearing 
the reels. During this process, all of the basic game symbols 
that appear on the reels are removed. For example, the 
cherries, plums, bells, sevens, bars, and oranges from a 
standard fruit machine may be cleared away to make room 
for the parameter value symbols. By "cleared away" it is 
meant thai the normal game symbols are no longer visible to 
the player, or are clearly not active. Exemplary methods of 
generating the effect of clearing the reels include: digitally 
removing the game symbols (i.e. eliminating one or more 
reel stop positions from the electronic reels or turning one or 
more reel stop positions into blank symbols); graying out 
game symbols; making the symbols smaller so as to look 
almost insignificant (e.g. minimizing or reducing); animat- 
ing the reels to make it look as though the reels with the 
normal symbols were being removed, replaced by a new set 
of reels containing possible game parameter value symbols; 
animating the reels to make it look like they are spinning, 
and then having a virtual blade appear to "scrape off' the 
symbols; and/or animating the reels to make it appear that 
they are being dipped in an acid solution which washes away 
the reel symbols. 

[0124] Once the reels had been cleared of the normal game 
symbols, the symbols representing possible parameter val- 
ues would be applied. As in the case of removing symbols, 
the applying process could be done in an entertaining 
manner, for example, by "dropping" the parameter value 
symbols from a secondary screen onto the reels and/or 
"dipping" the cleaned reels into a bucket containing the 
parameter value symbols, with some of all of the symbols 
sticking to the reels. 

[0125] Instead of changing the reel symbols on the reels, 
the gaming device could "swap out" the basic set of reels 
and replace it with a set of reels containing parameter values. 
The swapping out process would be graphically represented 
in a way that made it clear that one set of reels was replacing 
another. For example, one set of reels could appear to be 
pushed back into the machine while the second set of reels 
appeared from the front of the machine to replace it. 

[0126] In some embodiments, the regular reel symbols of 
the basic game maybe used to determine the parameter 
values by mapping each of the regular symbols directly to a 
corresponding game parameter value. For example in the 
Garden Game, a "BAR" symbol may represent a "carrot" 
game parameter with a value of three. 



[0127] While the above examples may require a gaming 
device 104 with electronic reels, in some embodiments of 
the invention physical reels may be used to display the 
regular game symbols while a secondary screen is used to 
display the parameter value symbols. 

[0128] It should be noted that the parameter value symbols 
could be generated to reflect fractions of the desired param- 
eter values. In the example described above where the game 
parameter is the number of carrots to begin a session with, 
instead of having parameter value symbols of 8 carrots, 10 
carrots, and 12 carrots an alternative arrangement could be 
used in which smaller carrot value symbols are spread out 
over all three reels in which the symbols are "added 
together" to generate the final parameter value. For example, 
the following reel symbol frequencies could be used: 

[0129] 1 st reel — three "3 carrot" symbols and three "4 
carrot symbols" 

[0130] 2 nd reel — seven "2 carrot" symbols and two 
"4 carrot symbols" 

[0131] 3 rd reel— five "3 carrot" symbols and four "4 
carrot symbols" 

[0132] After spinning this set of reels the player might 
receive a result of "3 carrot", "2 carrot", "4 carrot" for a total 
of nine carrots to begin the game with. Note that with this 
configuration of reel symbols, possible total parameter val- 
ues include 8, 9, 10, 11, and 12 carrots (although not with 
equal probabilities). By varying the number of symbols 
associated with each symbol value, the probabilities of each 
possible final total value can be adjusted to fit the require- 
ments of the game, In another embodiment, the player may 
spin the reels a number of times in order to determine the 
number of carrots to start with, with the total accumulated 
over a number of spins representing the new parameter 
value. 

[0133] Note also that more than one set of parameter 
values could be displayed at the same time. To illustrate this 
example embodiment, the Garden Game example described 
above will be used. In this example, four parameter values 
need to be established: number of (1) carrots, (2) foxes, (3) 
rabbits, and (4) fences. In some embodiments, the player 
will see the reels cleared of the normal game symbols and 
replaced with the following parameter value symbols: 



IS 12 10 8 6 4 2 

value value value value value value value 

First 2 carrot 4 carrot 8 carrot 8 carrot 0 carrot 0 carrot 0 

Reel carrot 

Second 0 rabbit 0 rabbit 0 rabbit 0 rabbit 2 rabbit 10 10 

Reel rabbit rabbit 

Third 0 fox 0 fox 0 fox 4 fox 8 fox 5 fox 5 fox 
Reel 



[0134] In the above table, the top row indicates the mag- 
nitude of the parameter value but not the identity of the 
corresponding parameter. The individual cells indicate both 
the parameter (e.g. carrot) and the number of symbols on 
that reel with that magnitude. For example, there are 4 carrot 
parameter value symbols which indicate a starting value of 
12 carrots. While there are no fence symbols illustrated in 
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the table, this parameter value could be set as double the 
number carrot symbols determined. 

[0135] Note that in this example the total number of 
parameter value symbols on each reel is 22, providing a 
visual consistency to the player as the reels are spinning. 
[0136] 4. Randomly Select One or More Displayed Sym- 

[0137] A random number may be generated by the random 
number generator 302 of the gaming device 104, and this 
random number may then be associated with an outcome in 
the parameter value database 322. For example, the random 
number 03459 might correspond to the result of "12 CAR- 
ROTS." As discussed above, those of ordinary skill in the art 
will appreciate that there are many methods by which to 
determine a random number, such as algorithms stored in 
electronic memory or physical random number generators 
(such as a lottery blower type device). 
[0138] In some embodiments, the processor 300 of the 
gaming device may then instruct a reel controller to spin the 
reels until they show a result of "12 CARROTS" on the 
payline of the first reel. In some embodiments, each param- 
eter value symbol may have an equal probability of appear- 
ing on a payline, or the probabilities could be adjusted so 
that one or more parameter value symbols were more likely 
to be selected. 

[0139] 5. Set Value of One or More Game Parameter 
Based on the Randomly Selected Displayed Symbols 

[0140] The value of the game parameter is established 
according to the randomly selected displayed game param- 
eter value symbol(s). For example, the value of the starting 
number of carrots for the game session may be established 
as 12 when a game parameter value symbol with a magni- 
tude of 12 carrots appears on the payline. 
[0141] Continuing with the Garden Game example, the 
payline of the reel spin might reveal an outcome of: 

[0142] First Reel: 12 carrots 

[0143] Second Reel: 6 rabbits 

[0144] Third Reel: 2 foxes 

[0145] The number of fence symbols would be double the 
number of carrots, or 24 fence pieces. These values are then 
stored in the parameter value database 322 within the 
gaming device 104, and are accessible by the processor 300 
of the gaming device 104. 

[0146] Once the values are determined they may be dis- 
played to the player. Continuing with the Garden Game 
example, the number of carrots to begin with may be 
represented by populating a virtual garden in a secondary 
screen with the starting parameter value. A numeric meter 
could track the status of the number of carrots, decrementing 
each time a carrot was taken. 

[0147] F. Example Illustrative Embodiments of the Inven- 

[0148] The following very specific additional examples 
are provided to illustrate particular embodiments of the 
present invention, particularly from the perspective of 
potential users of the system 100, including players and 



EXAMPLE 1 
Initiating Spin (No. 1) 
[0149] A player inserts a bill into the bill validator of a slot 
machine and establishes a balance of 80 credits. He chooses 
to play a game in which he is allocated a number of carrots 
which populate a virtual garden on a secondary screen. 
These carrots are periodically stolen by a rabbit game 
character, with the rabbit stealing a carrot every time a rabbit 
symbol appears on the payline of one of the reels. The game 
costs 20 credits, and the player spins until all of his carrots 
are stolen. After providing the 20 credits to start the session, 
the slot machine establishes the parameter of the number of 
carrots the player will start with by clearing all of the reel 
symbols and replacing them with carrot symbols numbered 
1, 2, 3, and 4. The player spins and gets 2-4-3 for a total of 
nine carrots. These nine carrots electronically populate the 
garden screen on the secondary screen. The carrot symbols 
are then removed from the reels and replaced with the 
normal reel symbols for the game. The player pulls the 
handle and the game plays normally. 

EXAMPLE 2 
Mid-Game Changes 
[0150] In the middle of the game described in Example 1, 
the player gets a "scramble" symbol on the payline of one of 
the reels causing the reels to be immediately blanked out and 
repopulated with new symbols which will be used to deter- 
mine new parameter values. The first reel contains only fox 
symbols, with values overlaid onto each fox ranging from 1 
to 5. The next reel contains fence symbols with values from 
10 to 20. The final reel has rabbit symbols, ranging from 1 
to 3. The player presses the spin button and gets a result 
across the payline of fox 3 fence 8, rabbit 3. The slot 
machine then wipes out these fox, fence, and rabbit symbols 
and replaces them with the normal game symbols, except 
that the number of fox, fence, and rabbit symbols is dictated 
by the number obtained after the scramble symbol, i.e. the 
reels contain 3 fox symbols, 8 fence symbols, and 3 rabbit 
symbols. 

EXAMPLE 3 
Concluding Parameters 
[0151] The player pays 20 credits for a game in which the 
object is to collect fruit over a period of 20 spins, with a 
payout at the end of the game based on the value of fruit 
collected. The collected fruit symbols change value every 
handle pull, ripening or deteriorating according to a fixed 
schedule associated with each fruit. After the last spin, the 
player has accumulated 36 pieces of fruit. But before the 
value of each fruit is totaled and provided to the player, a 
final spin is conducted to determine a multiplier value. All 
of the regular game symbols from each reel are deleted, and 
the first reel is repopulated with multiplier symbols ranging 
from 2x to lOx. The player presses a button and this single 
reel is spun, resulting in a multiplier value of 7x showing up 
on the payline. This multiplier value is then applied to the 
final aggregated value of the fruit collected by the player to 
determine a final payout value. 

EXAMPLE 4 
Initiating Spin (No. 2) 
[0152] A player pays 20 credits for a Monopoly-themed 
game in which the object is to earn rents from collected 
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properties and avoid paying rents on the properties held by 
computer opponents. To begin the game, the gaming device 
randomly distributes the properties in groups. For example, 
all three red colored properties would be distributed together 
as a bundle rather than individually. The distribution process 
involves a spinner device which has a location for each 
Monopoly color group. The device is spun once for each 
player, and the color it lands on is the color group that the 
player now controls. The spinner continues to spin, allocat- 
ing color groups to the player and to one or more computer 
opponents. Once the properties are distributed, the primary 
game begins in which the player's game token moves 
around an electronic representation of a Monopoly board. At 
several points during the game houses may be randomly 
distributed to the player and his computer opponent, using a 
similar spinner. 

[0153] G. Other Embodiments 

[0154] In some embodiments, instead of displaying the 
parameter values on the reels as reel symbols, some or all of 
the parameter values could be displayed on secondary 
screens — selected at random by the slot machine. For 
example, in the Garden Game discussed above, the gaming 
device 104 may determine the number of carrot symbols to 
start with through the use of a "spinner" displayed on a 
secondary screen. The spinner might have ten possible 
oulcomes, ranging from 3 carrots to 15 carrots. The outcome 
randomly selected is the number of credits that the player 
starts with. While the process of initiating this parameter 
setting spin could come from the processor of the gaming 
device, the player himself might be allowed to initiate the 
spin — perhaps by pressing a button or touching a location on 
the secondary screen. In another embodiment, parameter 
values are displayed on one or more peripheral devices 
associated with the gaming device. 

[0155] In some embodiments, instead of a random selec- 
tion of the parameter values by the gaming device, a 
punchboard-like embodiment could be used in which a grid 
of locations is presented to the player. Applied in the context 
of the above-described Garden Game, the grid could contain 
symbols with parameter values, from which the player 
selected four locations. Each of the four locations would 
reveal a parameter value. If the player selects more than one 
of a particular parameter before all four parameter values 
have been determined, the player may be awarded the 
highest value chosen, or could be awarded the sum of both 
selections. 

[0156] In some embodiments, the magnitude of the param- 
eter value symbol could be determined after the parameter 
value symbol appeared on the payline. In such embodi- 
ments, a fox symbol might show up on the payline. A pair 
of dice are then animated on top of the parameter value 
symbol and they roll to form a number from 2 to 12, the 
resulting number being the final parameter value. 

[0157] In some embodiments, parameter values could be 
established: before every spin; at the beginning of each 
game; at the conclusion of each game; upon request by the 
player; upon the occurrence of a random triggering event; at 
a predetermined time (e.g. every 100 spins); when a par- 
ticular payout occurs; when the player inserts his player 
tracking card; when the player inserts a bill into the bill 
validator; and/or when the credit balance of the player 
reaches a predetermined level. 



[0158] In some embodiments, the process of changing one 
or more game parameters may be triggered by actions of the 
player. Such actions might include: a player losing more 
than a given number of spins in a row; a player getting a 
given number of "close calls" in a row (e.g. two of the reel 
symbols match); a player losing more than a given number 
of dollars in a given number of minutes and/or a given 
number of handle pulls; a player depositing more than a 
given number of dollars into the machine; a player speeding 
up play; and/or a player slowing down play. 
[0159] In some embodiments, the parameter selected in a 
game could be determined not by the magnitude of the 
parameter value chosen, but by the amount by which that 
parameter value grew over lime. For example, in the case of 
the Garden Game the number of carrots to begin with may 
start at three and then increase by one for every handle pull 
of the gaming device — stopping when the player gets a fox 
symbol. Once the fox symbol appears, whatever level the 
number of carrots has risen to becomes the parameter value 
for the number of carrots to start with. 
[0160] Although the Garden Game example describes an 
embodiment with a parameter value of the number of carrots 
to start with, other embodiments are possible in which the 
parameter value is not a starting value but a target ending 
value. For example, the player may prepay for a game and 
have the ability to keep pulling the handle at no additional 
cost as long as his balance of carrots did not build up to the 
parameter ending value determined at the beginning of the 
game. For example, if the parameter ending value were 
determined to be 12, the player might pull the handle until 
he had accumulated 12 carrot symbols from the reels. 
[0161] Other embodiments of the present invention apply 
to table games such as blackjack, roulette, or craps. In the 
game of blackjack, for example, parameter values might 
include the number of decks to be used, whether or not the 
dealer stands on a soft 17, the amount of bonus paid for 
achieving a hand of 21 comprised of the 6, 7, and 8 of one 
suit, etc. In roulette, parameter values could include the 
number of chips that could be purchased for a $20 buy-in or 
the payout for hitting a single number. In each of these table 
game embodiments, peripheral devices could be attached to 
the table which allow the dealer or players to electronically 
or physically determine one or more parameter values. 
[0162] In video poker embodiments, game parameters 
might include the number of cards in the deck, the payout for 
achieving a royal flush, a number of wildcards, then number 
of cards in a hand, whether or not any cards may be drawn 
(e.g. stud versus draw poker); and/or the identity of a bonus 
card which, when dealt, automatically doubles the payout 
earned for that hand. 

[0163] In some embodiments, parameter values are used 
to configure or define game characters, their characteristics, 
and/or their behaviors. For example, the ability of a game 
character to alter one or more outcomes of the game or the 
probability that such a game character appears in the game 
are parameters that may be set using the present invention. 
Parameters could also be used to configure objects used by 
a player throughout a game, such as the engine size of a race 
car used by the player in a race conducted during a bonus 

[0164] In some embodiments, parameter values "won" by 
a player may be stored for use during future gaming ses- 
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sions. In some embodiments for example, a player may be 
provided with a cashless gaming receipt that includes an 
indication of the values of one or more game parameters that 
were determined for him during his gaming session. In some 
embodiments, a player's game parameters and/or values 
may be stored by a casino in a player database in association 
with a player identification number or on a player tracking 
card. For example, during a play session, a player may 
receive a random parameter determination outcome that 
entitles him to "one hour of play with half -priced wagers." 
However, after enjoying the discounted gaming for only 
fifteen minutes, the player realizes that he is late for an 
appointment and must leave. In some embodiments of the 
invention, the player may be presented with a choice to 
either cash out and forfeit his remaining forty-five minutes 
of discounted gaming or accept a cashless gaming receipt 
that indicates that if the player returns to the casino and 
applies the monetary face value on the cashless gaming 
receipt to future play, he will receive his unused forty-five 
minutes of play with half -priced wagers. In this manner, the 
player may preserve the "equity" he has in parameters 
and/or values he earns with the present invention. In some 
embodiments, a player may be provided with an opportunity 
to pay a fee to save or extend his parameter values for future 
use. In some embodiments, a player may pay a fee to 
increase or modify a game parameter value. 
[0165] H. Conclusion 

[0166] It is clear from the foregoing discussion that the 
disclosed systems and methods to facilitate setting game 
parameters represents an improvement in the art of gaming. 
While the method and apparatus of the present invention has 
been described in terms of its presently preferred and 
alternate embodiments, those skilled in the art will recognize 
that the present invention may be practiced with modifica- 
tion and alteration within the spirit and scope of the 
appended claims. The specifications and drawings are, 
accordingly, to be regarded in an illustrative rather than a 
restrictive sense. 

[0167] Further, even though only certain embodiments 
have been described in detail, those having ordinary skill in 
the art will certainly appreciate and understand that many 
modifications, changes, and enhancements are possible 
without departing from the teachings thereof. All such 
modifications are intended to be encompassed within the 
following claims. 



What is claimed is: 

1. A method comprising: 
determining a game parameter; 

determining a range of values associated with the game 
parameter; 

displaying at least one symbol on a reel, each symbol 
representing a potential value within the range of 
values associated with the game parameter; 

selecting at random at least one of the displayed symbols; 

setting an actual value of the game parameter based on the 
randomly selected displayed symbol. 



2. The method of claim 1, further including: 
initiating game play using the actual value of the game 

parameter. 

3. The method of claim 1, further including: 

continuing game play using the actual value of the game 
parameter. 

4. The method of claim 1, further including: 

ending game play using the actual value of the game 
parameter. 

5. The method of claim 1 wherein the game parameter 
represents a number of game symbols with which to start a 

6. The method of claim 1 wherein the game parameter 
represents a number by which payouts will be multiplied for 
a given number of handle pulls. 

7. The method of claim 1 wherein the game parameter 
represents a maximum number of spins allowed before 
player is ineligible for a puzzle completion bonus. 

8. The method of claim 1 wherein the game parameter 
represents a number of reels used in a game. 

9. The method of claim 1 wherein the game parameter 
represents a number of bonus symbols on each reel which 
initiate a bonus game. 

10. The method of claim 1 wherein the game parameter 
represents a rate of expiration of player collected symbols. 

11. The method of claim 1 wherein the game parameter 
represents a rate of accumulation of complementary (comp) 
points. 

12. The method of claim 1 wherein the game parameter 
represents a progression rate of a progressive jackpot. 

13. The method of claim 1 wherein the game parameter 
represents a payout for a particular symbol combination. 

14. The method of claim 1 wherein the game parameter 
represents a probability of a particular symbol combination 
occurring. 

15. The method of claim 1 wherein the game parameter 
represents an amount of wager required per spin. 

16. The method of claim 1 wherein the game parameter 
represents a probability of a player getting into a bonus 

17. The method of claim 1 wherein the game parameter 
represents a number of puzzle pieces that need to be col- 
lected by a player during a puzzle game. 

18. The method of claim 1 wherein the game parameter 
represents a probability of bonus round payouts occurring. 

19. A method comprising: 

initiating play of a game at a gaming device; 

changing a mode of the gaming device from a play mode 
to a parameter determination mode; 

receiving a signal from a player to initiate random deter- 
mination of a game play parameter value; 

randomly determining a game play parameter value; 

changing the game based on the game play parameter 
value; and 

changing a mode of the gaming device from the parameter 
determination mode to the play mode. 

20. The method of claim 19 wherein receiving the signal 
from a player includes receiving an indication of at least one 
type of game play parameter for which to determine a value. 
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21. The method of claim 19 wherein receiving the signal 
from a player includes receiving an indication of at least one 
particular game play parameter for which to determine a 

22. A method comprising: 

changing a mode of a gaming device from a play mode to 

a parameter determination mode; 
receiving a selection of a game play parameter from a 

player; 

randomly determining a value of the game play param- 

changing the game based on the value; 

changing a mode of the gaming device from the parameter 

determination mode to the play mode; and 
allowing play of the changed game. 

23. The method of claim 22 further including 
receiving a request to change the game, and 

wherein changing the mode of a gaming device from the 
play mode to the parameter determination mode is done 
in response to receiving the request to change the game. 

24. The method of claim 22 further including 
receiving an indication of a desired number of handle 

pulls to play the changed game. 

25. The method of claim 24 wherein the indication of a 
desired number of handle pulls to play the changed game 
includes receiving a monetary amount from the player. 

26. The method of claim 25 wherein the desired number 
of handle pulls to play the changed game is determined 
based upon the monetary amount. 

27. A device comprising: 

a processor; and 

a memory coupled to the processor storing instructions to 
determine a game parameter, 

determine a range of values associated with the game 
parameter, 

display at least one symbol on a reel, each symbol 
representing a potential value within the range of 
values associated with the game parameter, 

select at. random at least one of the displayed symbols, 

set an actual value of the game parameter based on the 
randomly selected displayed symbol. 

28. The device of claim 27 wherein the game parameter 
represents at least one of: 

a number of game symbols with which to start a session, 
a number by which payouts will be multiplied for a given 
number of handle pulls, 

a maximum number of spins allowed before player is 
ineligible for a puzzle completion bonus, 

a number of reels used in a game, 

a number of bonus symbols on each reel which initiate a 
bonus game, 

a rate of expiration of player collected symbols, 



a rate of accumulation of complementary (comp) points, 

a progression rate of a progressive jackpot, 

a payout for a particular symbol combination, 

a probability of a particular symbol combination occur- 
ring, 

an amount of wager required per spin, 

a probability of a player getting into a bonus round, 

a number of puzzle pieces that need to be collected by a 
player during a puzzle game, and 

a probability of bonus round payouts occurring. 

29. A device comprising: 
a processor; and 

a memory coupled to the processor storing instructions to 

initiate play of a game at a gaming device; 

change a mode of the gaming device from a play mode 
to a parameter determination mode; 

receive a signal from a player to initiate random 
determination of a game play parameter value; 

determine a game play parameter value at random; 

change the game based on the game play parameter 
value; and 

change a mode of the gaming device from the parameter 
determination mode to the play mode. 

30. The device of claim 29 wherein the memory further 
stores an instruction to receive an indication of at least one 
type of game play parameter for which to determine a value. 

31. The device of claim 29 wherein the memory further 
stores an instruction to receive an indication of at least one 
particular game play parameter for which to determine a 
value. 

32. A device comprising: 
a processor; and 

a memory coupled to the processor storing instructions to 

change a mode of a device from a play mode to a 
parameter determination mode; 

receive a selection of a game play parameter; 

determine a value of the game play parameter at 
random; 

change the game based on the value; 

change a mode of the device from the parameter 
determination mode to the play mode; and 

allow play of the changed game. 

33. The device of claim 32 wherein the memory further 
stores an instruction to receive a request to change the game, 
and wherein the instruction to change the mode of a device 
from the play mode to the parameter determination mode is 
done in response to receiving a request to change the game. 



US 2004/0166918 Al 



16 



Aug. 26, 2004 



34. The device of claim 32 wherein the memory further 
stores an instruction to receive an indication of a desired 
number of handle pulls to play the changed game. 

35. The device of claim 34 further including a payment 
system coupled to the processor and wherein the indication 
of a desired number of handle pulls to play the changed 
game includes receipt of a monetary amount via the payment 
system. 

36. The device of claim 35 wherein the desired number of 
handle pulls to play the changed game is determined based 
upon the monetary amount received via the payment system. 



37. A method comprising: 

receiving an indication of a game play parameter from a 
player of a gaming device; 

randomly determining a value for the game play param- 
eter; and 

initiating a pre-paid session of game play wherein the 
gaming device is played using the randomly deter- 
mined value. 



